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Here Are 15 Brand 
New Programs 
From Learning Well 


These outstanding programs 
are offered with Learning 
Well’s full satisfaction 
guarantee or your money 
back. 


Brainstorms 

Grades 4-7 

A stimulating collection of 13 
games and puzzles that will 
challenge, entertain and teach. 
More than brain teasers, the 
program reinforces math, at¬ 
tributes, strategy, spatial rela¬ 
tionships and word power. 


Rebus Writer 

Grades 3 and up 

Word sounds and symbols 
combine with the magic and 
challenge of puzzles. A rebus is 
a picture representation of a 
word or phrase. Students can 
create their own. 


Developing Reading 
Power 

Grades 3-6 

Proven structured CLOZE 
strategy in a set of graded 
stories. Use the stories supplied 
or create your own in this highly 
effective technique for improv¬ 
ing literal comprehension. 


Ghost Hunt 

Grades 2-4 

Watch as your students learn 
how much fun map reading 
can be. Your students will love 
learning map skills with this in¬ 
volving and effective game. 


Surveys Unlimited 

Grades 3 and up 

A great tool for teachers and 
students. Create projects that 
involve your students in the ex¬ 
citement of survey research 
with this easy to use disk. 


Prewrite 

Grades 3-6 or 6-adult 

Designed to help writers find 
and focus ideas for writing. A 
creative springboard for auto¬ 
biography, fiction, term papers 
and more. 


Foreign Language Programs 

First through fourth year 
language students 

Give your foreign language 
students the advantage of two 
award winning language arts 
programs now in French and 
Spanish editions: JEUX DE 
VOCABULAIRE, JUEGOS DE 
VOCABULARIO, BANQUE DES 
MOTS, BANCO DE PALABRAS 


Counting Critters 

Pre-K and up 

Introduce young learners to 
numbers with this enjoyable 
program. Excellent graphics, 
animation and sound along 
with rewards for correct 
answers keep motivation high. 


Grownup & Small 

Pre-K and up 

Teaches children the names of 
adult and baby animals. De¬ 
lightful animated sequences 
make it perfect for early 
readers. 


Principal’s Assistant 

For teachers, principals, 
librarians, leaders 

Create awards, certificates, let¬ 
ters, bulletins and work sheets 
with this graphics software 
package. Nothing is as flexible, 
effective or as easy to use. 


Story Writer 

Grades 3-8 

Give your students the advan¬ 
tage of a word processing pro¬ 
gram that invites them to en¬ 
joy the writing process. Story- 
writer allows students to write 
and illustrate their own stories. 


Wordmaze 

Grades 3 and up 

Create challenging, thought 
provoking word search puzzles 
in seconds. Enter your own word 
lists or use the ones contained 
in the program. Puzzle may be 
printed out. 


LEARNING WELL™ 
Educational Software that works hard. 
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Introduction 

LEARNING WELL™, a company with years of experience in developing 
educational materials, offers "PLAYFUL SOFTWARE FOR SERIOUS 
LEARNING." 

Our programs involve learners in exciting and challenging fun while 
reinforcing a variety of basic concepts. 

Beautiful graphics and fun-filled themes are just some of the reasons why 
LEARNING WELL software is the exciting way to take education from the 
chalkboard to the keyboard. 

Objectives 

HINKY PINKY™ is an easy-to-use program that sharpens players' problem¬ 
solving skills while providing practice in rhyming. 

In HINKY PINKY players stretch their mental muscles trying to guess the 
rhyming pair of words from definitions, formulas and hints. This 
challenging game encourages vocabulary development, deductive 
reasoning, rhyming and syllabication skills, It stimulates imagination and 
motivates use of the dictionary and thesaurus. 

SPECIAL FEATURES OF HINKY PINKY 

This program will enable you to do the following: 

• Create your own Hinky Pinkies 

• Save your Hinky Pinkies on a disk for others to play 

• Play Hinky Pinky on any of three levels of difficulty 

• Use the 6400 word rhyming list 

• Find a Hinky Pinky written by a specific player 

• Delete a Hinky Pinky written by a player 


Getting Started 

1. Requirements: 

1 Apple II Plus®, Apple lie®, Apple lie® or Apple Compatible Computer 
48K of RAM 
1 Apple Disk II™ Drive 
1 Video Monitor 

1 LEARNING WELL "Hinky Pinky" Diskette 

2. Loading The Program: 

A. Insert side 1 of the diskette into the disk drive. Close the disk drive 
door. 

B. If you are using an Apple lie® or lie®, the CAPS LOCK key must be in 
its up (off) position. 
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C, Turn the power on. 

D. After a short delay, the main menu screen will appear. (See 
illustration 1.) 

* To eliminate the sound, hold down the "Control" key and press the 
"G" key. This can be done at any time during the game. To restore 
sound, use the same procedure. 

Directions to Play 


MENU 

1. HOW TO PLAY 

2. PLAY 

3. MAKE YOUR OWN 

4. EXIT/CREDITS 
Choose: 1, 2, 3, or 4 


1 (Menu Screen) 


SIDE 1 

1. How to Play 

Type "1" to see an explanation of how to play HINKY PINKY. The 
introduction explains how the FORMULA and the DEFINITION help you 
guess the rhyming pair of words. 

2. Play 

Type “2" to begin. 

• You can choose the level of difficulty of problems. Three levels of 
problems have been entered. The easiest level is 1 and the most 
difficult level is 3. Do not choose level 4 unless your own Hinky 
Pinkies have been entered. (See page 5 to enter your own Hinky 
Pinkies.) 

• There are some differences in playing a game using level 4. (See 
page 7 for playing a game using PROBLEMS MADE BY OTHERS.) 
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Below is a sample game screen. 
A 


rr 




( n ) 

FORMULA: HINKY PINKY (2, 2) 

DEFINITION: an alarm clock used by someone 
who makes bread and pies 

If you think you have the answer, or one word 
of the answer, type it in and press RETURN. 

HINT = ? NEW PROBLEM = CTRL N MENU = ESC 

Y— T— —\—V 


D 


2 (Game Screen) 


A. Enter your answer here. The SPACEBAR lets you move from one 
bracket to the other. You may erase by using the left arrow key ( \<)). 
TVpe in one or both words of the rhyming pair and press RETURN. 

If one of the words you type is correct, its brackets will disappear, and 
the computer will ask you to go on to the other word. 

The computer will promptyou if a correct answer is slightly misspelled. 
For example, if you type "leoperd," the computer will ask you if you 
mean "leopard." You are then given the opportunity to correct the 
spelling. 

If you type in a word which is correct but in the wrong place, the 
computer will automatically put it in the correct position. 

On an Apple II+, to capitalize a letter, press CONTROL S and then the 
letter. 

B. The FORMULA tells you how many syllables there are in each word of 
the rhyming pair. 

For example: 

HINK PINK (1,1).. .cool ghoul.. .Each word has one syllable. 

HINKY PINKY (2, 2).. .mighty nightie.. .Each word has two syllables., 

HINKETY PINKETY (3, 3)... history mystery.. .Each word has three 
syllables. 

The number of syllables in the words of the rhyming pair may be 
different. For example: HINKY PINK (2, 1) - unspent cent. 
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C. The DEFINITION always covers both words of the rhyming pair, but it 
doesn't contain either word of the pair. 

D. Press the “?" to get a HINT. 

If you press the ”?" a second time a word which rhymes with the words 
you're trying to guess will appear. 

If you press the “?" a third time, a list of words which rhyme with the 
answer, including the answer words, will appear. 

E. Hold down the CONTROL key and press N to go on to the next 
problem. 

If you wish to repeat a problem that you've just answered correctly, 
press the left arrow key (A) 

F. Press the "ESC' key to return to the menu. This can be done at any 
time. 

SIDE 2 

3. Make Your Own Hinky Pinkies 

Press "3" on the main menu and follow screen directions to turn over 
the diskette. 

A work screen to make your own Hinky Pinkies will appear(illustration 
3). 


1 ( ) ( ) 

2 FORMULA 

3 DEFINITION: 

4 HINT: (optional) 

5 RHYMING UST: 

Press "H" if you need help. 

Press “1" to type in one or two 
words of your rhyming pair. 

CHOOSE: Help or 1 


3 (Work Screen To Make Your Own Hinky Pinkies) 
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• Press "H" for a description and help with any of the five parts on the 
work screen. 

• Press “1” to enter your pair of rhyming words. 

The first word may be a noun or an adjective. The second word 
must be a noun. 

You may enter both of your rhyming words now and press RETURN 
or enter just one, press RETURN and then press “5" to look at the 
RHYMING LIST of words. (See page 6 for more information about 
the RHYMING LIST). After you've looked at this list, press "1" again to 
enter your second word. Move from one bracket to the other by 
pressing the SPACE BAR, or erase one character at a time with the 
left arrow ( <C). 

• Press “2” to enter your FORMULA. 

The FORMULA will automatically be capitalized as you type it in. 
Afteryou have pressed RETURN, the number of syllables contained 
in each word of the rhymes will appear in parentheses to the right 
of the FORMULA. Should your FORMULA be incorrect, the program 
will show you how to correct it. 

• Press “3” to enter your DEFINITION. 

The DEFINITION is limited to a total of 97 letters or spaces. You won't 
be allowed to use the words of the rhyming pair in your DEFINITION. 

• Press “4” if you want to add a HINT. 

The HINT is limited to a total of 72 letters and spaces, and should 
also not contain either word of the rhyming pair. This HINT may be 
another complete definition, or may apply specifically to either of 
the rhyming words. It should not be a word which rhymes with your 
word pair. The computer will supply a rhyming clue for you 
automatically. 

• Press “$” to save your HINKY PINKY. 

You may do this any time after you enter a definition. Enter your 
name or initials. No more than five characters may be entered. 

• Press “5” to SEE THE RHYMING LISTS. 

You should do this when you are entering your pair of rhyming 
words. 

The RHYMING LISTS contain over 6400 words arranged in 1100 
categories. Only nouns and adjectives are included. Each word in 
a given category will combine with at least one other word in that 
category to form a definable rhyming pair. A number of proper 
names have been included. 
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Words with differing syllable counts will rhyme with each other as 
long as the rhyming syllables are the ones that receive primary 
stress. “Heavy bee" doesn't work because of its stress pattern, but 
“free degree" makes an excellent rhyme. 

• Press “ESC” when you have completed entering your own Hinky 
Pinkies. 

This will take you to a menu on side 2 of the disk. The menu allows 
you to enter more of your own Hinky Pinkies or play a game using 
Hinky Pinkies saved on side 2 of the disk. 

• Playing a Game with PROBLEMS MADE BY OTHERS. 

1. Press 2 to play on the main menu screen (page 3) 

2. Then choose level 4 (MADE BY OTHERS) when you are asked to 
choose the level of difficulty of problems, 

3. Follow the directions on the screen to turn the disk over to side 2. 


or 

1. Insert side 2 of the diskette into the disk drive. 

2. Close the disk drive door and turn the power on. 

3. The list of commands that can be used during the game will 
aooear (Illustration 4) 


Welcome to the 

FLIP SIDE 

At your command are: 




-*JS 


...'ll 1 iillii' 


. erase character left of cursor 

? . get HINT, RHYME, or LIST 

ESC. return to MENU 

RETURN . press when finished typing 

SPACE BAR . move between words in ( ) ( ) 

CTRL G...turn sound OFF/ON 

CTRL S . capitalize next letter (11+ only) 

CTRL N ..get a new problem 

CTRL X .. search by initials 


Press the SPACE BAR to continue 


4 (Commands) 

4. Press the SPACE BAR to continue on to the game screen. 
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• There are some differences when playing a game with PROBLEMS 
MADE BY OTHERS 

• There is never more than one HINT. 

• Words used in these problems which are not contained in our 
RHYMING LIST are marked with an asterisk (*) in the LISTS. 

• You may search for problems written by a specific player. Press 
CONTROL X and type that player's name or initials. 

• You may delete any problem MADE BY OTHERS. First press 
CONTROL E. Then press "Y" if you want to delete this problem. Press 
CONTROL E again, and you're back to the game screen. 


Suggested Activites 

HINKY PINKY is an exciting and enjoyable learning game which provides 
players with practice in deductive reasoning, vocabulary building, 
rhyming and syllabication skills. It can be used on an individual or small 
group basis to stimulate and challenge fast learners and enrich regular 
studies. 

HINKY PINKY provides the teacher or parent with an opportunity to focus 
on an unlimited scope of activities in a variety of curriculum areas. Here 
are some suggestions. 

ART 

Have players create Hinky Pinky problems. Make illustrationsforthem and 
compile them all together into a book for a class or school library 
collection. / 

SOCIAL STUDIES 

Encourage players to write Hinky Pinkies about famous people, places or 
events in history. For example: 


The Pilgrims 

The Pilgrims wanted their freedom to live and and worship as they 
pleased. They were very unhappy in England. They had an 1 Hinkety Pinky 
to come to America. They decided to take an 2 Hinkety Pinky ^ out on 
America. Their trip was long and terrible. They needed 3 Hinkety Hinkety. , 
The Pilgrims made laws to prevent 4 Hjnk§t_y_ Pink .o n the Mayflower, When 1 
they arrived in America they gave a 5 Hinky Pinky, to the Indians. 


9 


Clue 

1. a desire so strong that it becomes an obsession and gradually limits 
your freedom. 

2. a choice open to a childless couple 

3. a policy marathon winners should buy 

4. robbery or illegal violence committed on the high seas 

5. a quick hello 

Answers 

1. enslaving craving 

2. adoption option 

3. endurance insurance 

4. maritime crime 

5. fleeting greeting 

Social Studies, Science, etc. 

HINKY PINKY TRIVIA 

To make your own Hinky Pinky Trivia you need a large piece of oaktag, a 
score pad, a pair of dice, six to eight playing pieces, a package of 3x5 
index cards and five crayons. Make up Hinky Pinkies for Literature and Art, 
History, Sports, Science and Entertainment. Divide the package of 3x5 
index cards into five equal packages, one for each of the above topics. 
Choose a color for each topic, Color the back of each card with that 
color. Write a clue, the formula and the answer on the front of the cards. 
Draw your playing board on the large piece of oaktag. Color the boxes 
with the five different crayons. 



Playing pieces are placed in the center circle on the board. A player 
moves around the board according to the numbers shown on the dice. 
The color that the player lands on is the topic of the Hinky Pinky the player 
must guess. 

LANGUAGE ARTS 

Have a group play mix 'n' match with their Hinky Pinkies. On the left side of 
a sheet of paper players write the formula and the definition. The answer 
is written on the right side of the paper. Tear the papers in half and have 
the players match the answers to the definitions. 
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Care of the Diskette 

The program is produced on a magnetically coated plastic disk placed 
in a square plastic'cover. Handling of the diskette requires care to insure 
maximum reliable life. 

1) It should be placed in the storage box when not in use. 

2) It should be kept at least 9 inches from magnetic fields. 

3) It should not be exposed to extremes in temperatures. 

4) It should not be folded or mutilated in any way. 
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Warranty 

The program is sold “AS IS," without warranty either express or implied as to 
its specific usage or performance. The user, not the manufacturer, 
distributor or retailer, assumes all cost of any necessary service or repair. 

Learning Well™, however, warrants that the medium on which the 
software program is recorded will be tree from defects in material and 
faulty workmanship, under normal use. If your disk should fail within 90 
days from the date of purchase, return it along with a copy of your sales 
receipt directly to Learning Well™ for a free replacement. If your disk 
should fail after the 90 day period, but within 1 year from the purchase 
date, you may return the failed disk along with $10 plus $1.75 postage 
and handling, and we will replace the disk. This warranty applies to the 
original purchaser. The original purchaser must fill in the required 
information and return the enclosed warranty card. Learning Well™ will 
replace or repair the medium at their option. If Learning Well™ deems 
that the medium failure resulted from abuse, accident or error in 
application, then Learning Well™ has no responsibility to replace or repair 
under the terms of this warranty. 

This product; software program, database and instructional material is 
copyrighted and all rights are reserved by Learning Well™. The sale and 
distribution of this product is intended for use by the original purchaser on 
the Apple computers specified. It is unlawful to copy, duplicate, sell and 
distribute the product or any portion of the product. 

Copyright © 1985 Learning Well™ 

200 South Service Road 
Roslyn Heights, NY 11577 

Apple Computer, Inc. makes no warranties, either express or implied, 
regarding the enclosed computer software package, its merchantability 
or its fitness for any particular purpose. The exclusion of implied warranties 
is not permitted by some states. The above exclusion may not apply to 
you. This warranty provides you with specific legal rights. There may be 
other rights that you may have which vary from state to state. 

This disk contains a high-speed operating system called Diversi-DOS™, 
which is licensed for use with this program only. To legally use Diversi-DOS 
with other programs, you may send $30 directly to: DSR, Inc., 34880 Bunker 
Hill, Farmington, Ml 48018. You will receive a Diversi-DOS utility disk with 
documentation. 

Apple Mechanic “copyright © Bert Kersey and Beagle Bros., Inc." 






NOTES 


TEN COMMANDMENTS 
OF EDUCATIONAL SOFTWARE 

At Learning Well we have evolved our own set of working guidelines 
which we use to develop our educational software programs. You might 
wish to use these guidelines to formulate criteria of your own which 
could then be used to judge the quality of the software you are presently 
using or plan to buy in the future. 


Each educational software 
program must have significant 
new content or skill-producing 
strategies. Programs must offer 
planned, sequential and original 
information. 

2. Each educational software 
program must be motivating and 
offer some challenge. Programs 
should be both interesting and fun 
for the 4earner and should 
encourage the learner to want to 
repeat the experience. 

3. Each educational software 
program must guarantee the 
learner an emotionally healthy 
and appropriate learning 
environment. 

4. Each educational software 
program must have educational 
objectives that are carefully chosen 
and clearly stated. These objectives 
should specify the subject area, 
topic, and grade level(s) of the 
intended learner. Programs should 
not claim to teach things which 
they do not teach. 

5. Each educational software 
program must be subjected to 
rigorous field testing with 
appropriate learners. 


Each educational software 
program must provide the learner 
with ease of control over the 
elements of the learning 
experience. Levels of difficulty, 
speed of presentation and the 
selection of program parts are 
typical of learner controls. 

7. Each educational software 
program must provide a trail to 
permit an adult to monitor and 
review the learner s activities. 

8. Each educational software 
program must provide clear 
documentation about all aspects of 
the program for the learner and 
the adult. 

9. Each educational software 
program must be accurate in the 
presentation of all facts and 
precise in the use of spelling, 
grammar and usage. 

10. Each educational software program 
must be free of personal abuse, 
sarcasm, derogatory or 
sexist/racist remarks. 


© 1985 Learning Well. All rights reserved. 





































